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1
SYSTEM AND METHOD FOR CREATING
AVATARS OR ANIMATED SEQUENCES
USING HUMAN BODY FEATURES
EXTRACTED FROM A STILL IMAGE

CROSS-REFERENCE TO RELATED
APPLICATIONS

This application is a continuation of co-pending U.S.
patent application Ser. No. 13/963,940 entitled “SYSTEM
AND METHOD FOR CREATING AVATARS OR ANI-
MATED SEQUENCES USING HUMAN BODY FEA-
TURES EXTRACTED FROM A STILL IMAGE”, filed Aug.
9, 2013, which is hereby incorporated herein by reference, in
its entirety

FIELD OF THE INVENTION

Certain embodiments of the invention relate to systems and
methods for producing animated content. More specifically,
certain embodiments of the present invention relate to a sys-
tem and method for creating an avatar and/or an associated
animated sequences from features of an object or living being
extracted from a composite still image.

BACKGROUND OF THE INVENTION

Animated sequences illustrating human or cartoon activity
for instructional or entertainment purposes have traditionally
been drawn by artists and creators cell by cell using pencil and
paper or paintbrush and a clear sheet. In recent years, creation
has increasingly been aided through the use of computer
graphics systems designed to automate aspects of production,
improving quality and reducing the amount of time needed.
Such systems are typically expensive and complex, and have
been designed primarily with high quality animation in mind.
Automated systems for shopping mall kiosk creation of video
entertainment sequences capture the facial image of a user
employing “green screen” techniques and physical props to
isolate the face of the user from the remainder of their appear-
ance, and then place the isolated image of the user’s face
within a stock video action sequence. While requiring little
from the user, such systems are very limited in their function-
ality and flexibility.

Further limitations and disadvantages of conventional and
traditional approaches will become apparent to one of skill in
the art, through comparison of such systems with some
aspects of the present invention as set forth in the remainder of
the present application with reference to the drawings.

BRIEF SUMMARY OF THE INVENTION

A system and/or method for creating an avatar and/or an
animated sequence from features of an object or living being
extracted from a composite still image, substantially as
shown in and/or described in connection with at least one of
the figures, as set forth more completely in the claims.

These and other advantages, aspects and novel features of
the present invention, as well as details of an illustrated
embodiment thereof, will be more fully understood from the
following description and drawings.

BRIEF DESCRIPTION OF SEVERAL VIEWS OF
THE DRAWINGS

FIG. 1is a block diagram illustrating an exemplary system
on which a representative embodiment of the present inven-
tion may be practiced.
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FIG. 2 shows an exemplary composite image of a group of
four individuals that a user may wish to employ as a source
image to be used in the creation of an avatar and/or an ani-
mated sequence, in accordance with a representative embodi-
ment of the present invention.

FIG. 3 shows a composite image that may, for example
correspond to the composite image of FIG. 2, in which bound-
ing boxes are displayed that identify four sub-images that
have been recognized or interpreted as a human being by an
image segmentation or object recognition algorithm, in
accordance with a representative embodiment of the present
invention.

FIG. 4 shows an image that may correspond, for example,
to the sub-image contained within the bounding box of FIG.
3, in accordance with a representative embodiment of the
present invention.

FIG. 5 shows an illustration of a meshed polygon model of
a human being showing the locations of reference points that
may correspond respectively to, for example, the reference
points of the recognized image portions represented by the
bounding boxes illustrated in FIG. 4, in accordance with a
representative embodiment of the present invention.

FIG. 6 is a flowchart illustrating an exemplary method of
operating a system for creating an animated sequence from a
still image, in accordance with a representative embodiment
of the present invention.

FIG. 7 is a block diagram illustrating a personal electronic
device that may correspond, for example, to electronic
devices shown in FIG. 1, in accordance with a representative
embodiment of the present invention.

DETAILED DESCRIPTION OF THE INVENTION

Aspects of the present invention relate to systems and
methods for producing an avatar(s) and/or associated ani-
mated graphics. More specifically, certain embodiments of
the present invention relate to a system and method for cre-
ating an avatar(s) and/or an associated animated sequence
from features of an object or living being extracted from a
composite still image.

A representative embodiment of the present invention per-
mits a user to create an avatar(s) and/or an associated ani-
mated sequence illustrating a particular individual perform-
ing a certain activity, using images of human body features
extracted from one or more still images of the individual,
other individuals, and/or other objects. The resulting
avatar and/or associated animated sequence may be created
to include recognizable facial or other features of the indi-
vidual(s)/objects, and may, for example, be suitable for
exchange over the Internet, or as part of a game or other
activity.

A representative embodiment of the present invention may
be used to create a certain look and feel, and a certain emo-
tional/personal connection with the user, because the avatar
and/or animated sequence comes from objects or living
beings that the user has a personal connection to, whether
photos/images of the user, or objects or living beings from
social media and other media sources that the user chooses as
source material.

While the following discussion provides example uses of
the systems and methods of representative embodiments of
the present invention, these are offered for illustrative pur-
poses only, and do not necessarily represent specific limita-
tions unless explicitly recited by the claims.

The term “avatar” may be used herein to refer to a movable
image or model that represents a living being or thing in a
virtual reality environment or in cyberspace. An avatar may
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be two dimensional (2D) or three dimensional (3D), and a 3D
model for an avatar may be rendered to produce a 2D image
for display to a user.

The term “composite image” may be used herein to refer to
an image containing a variety of objects or living beings,
including an object or living being of interest, which are
distributed within the composite image, and that may or may
not overlap one another and occlude or block visibility of
portions of one another, in contrast to an image containing
only the object or living being of interest against a plain,
uniform, or homogenous background.

The term “texture” may be used herein to refer to the visual
appearance of a material or shading or other attributes added
to the “surface” of a graphical image to give the illusion of a
physical substance.

The terms “texture map” and “texture mapping” may be
used herein to refer to the process of applying an image to a
surface. The term “mesh” may be used herein to refer to a
group of polygons which are connected by shared vertices.
Mesh or polygonal modeling may be used to represent the
surfaces of a three-dimension object or living being. The
terms “vertex” and “vertices” may be used herein to refer to a
point in three-dimensional space, the term “edge” may be
user herein to refer to two points connected by a straight line,
and the term “polygon” may be used herein to refer to a closed
planar figure consisting of a set of three or more points joined
by a corresponding number of edges. The term “render” may
be used herein to refer to the process of generating an image
from a model or models, by means of computer programs.

The terms “user” and “end-user” may be used interchange-
ably to refer to a person that employs a system or method as
described herein to produce an avatar and/or animated
sequence for their own use, possibly from image(s) they have
selected, in contrast to the administrators, makers, or devel-
opers of such methods and systems.

As utilized herein, the terms “exemplary” or “example”
mean serving as a non-limiting example, instance, or illustra-
tion. As utilized herein, the term “e.g.” introduces a list of one
or more non-limiting examples, instances, or illustrations.

In accordance with a representative embodiment of the
present invention, a user may, for example, desire to use an
image of him/herself, of another, or of their pet or other
animal(s)/object(s) in an animated sequence showing them,
for example, climbing a mountain, riding a bicycle, playing a
game, or taking part in another activity. The user may iden-
tify/designate/select a stored composite image in which they
appear, or they may ask a system in accordance with the
present invention to capture their image and to then search
local and/or external storage to find stored composite
image(s) in which their captured image appears. In some
representative embodiments of the present invention, one or
more interpretations of the composite image(s) may be dis-
played, showing the location(s) that the system has identified
as being an image of the user. This allows the system to
present alternative interpretations sorted by a ranking crite-
rion such as, for example, probability of a likeness match, for
consideration and selection by the user, and increases the
chance that the best interpretation is available to the user for
use in creating an avatar and/or animated sequence.

The user may then choose a composite image to be used for
creation of the avatar(s) and/or associated animated sequence
from those found by the search. The user may then choose the
form of animation (e.g., climbing, running, walking, playing)
they desire, and may choose a background scene in which
they wish their image to appear. A representative embodiment
of the present invention may then analyze the user-selected
composite image to recognize and extract portions of the user
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image appearing in the user-selected composite image, that
are needed for the chosen animation. The extracted portions
of the user image may then be embodied in an avatar(s) and
animated according to the form of animation chosen by the
user, and an animated sequence may be assembled by com-
positing the avatar and animation of the extracted portions of
the composite image with the background scene chosen by
the user. In some representative embodiments of the present
invention, the background scene may be automatically pro-
vided to the user based on user selection or preferences, or
may be retrieved from various sources of stored images
belonging to the user or external sources available to the
public, based upon a textual description provided by the user.

FIG. 1 is a block diagram illustrating an exemplary system
100 on which a representative embodiment of the present
invention may be practiced. As illustrated in FIG. 1, the
system 100 includes a computer system 150 comprising one
or more web servers 154, one or more database servers 156,
and one or more application servers 152. The elements of the
computer system 150 may be interconnected, and may singly
or as a group be connected to Internet 105 via communication
link 107, which may employ any suitable combination of
wired or wireless data communication links. FIG. 1 also
includes personal computers (PCs) 110, 115, which are con-
nected to the Internet 105 by communications links 108, 109,
respectively, which may be any suitable combination of wired
or wireless data communication links. PCs 110, 115 may be
any of, for example, a desktop computer, a laptop computer,
a notebook computer, a netbook computer, a tablet computer,
a smartphone/cell phone, or any other electronic device such
as, for example, a television having computing and commu-
nication functionality. Such PCs and other electronic devices
may, for example, have capabilities suitable for accessing the
Internet 105 from, for example, a home, a small business, or
any private or public area having suitable support for com-
munications links 108, 109. The PCs 110, 115 may equipped
with capability to capture images using, for example, an
integrated or accessory/external digital imaging device, or an
external digital camera. Images captured by an integrated or
an accessory/external imaging device may be stored at any
suitable location including, for example, the PCs 110, 115
and the computer system 150.

In addition, FIG. 1 illustrates a user communication device
125 that may comprise, for example, a tablet computer, a
smart phone, or other handheld electronic device that may, for
example, be capable of operating as a stand-alone computing
platform, in addition to or alternatively communicating with
the computer system 150 via a wireless network 120, a com-
munication link 127, and the Internet 105. The communica-
tion device 125 of FIG. 1 may include suitable software
applications, hardware, and logic to permit the communica-
tion device to display, for example, locally generated images
or received web pages and other forms of digital information
on a display of the communication device 125, and suitable
user interface (UI) elements to permit a user to interact with
the computer system 150 using tactual, speech, and other
forms of input. The communication device 125 may also be
equipped with one or more integrated image capture devices
(not shown), or may be able to capture images using an
external imaging device such as a video camera or digital
imager. Images captured by an integrated image capture
device or an external imaging device may be stored at any
suitable location including, for example, the communication
device 125 and the computer system 150. The wireless net-
work 120 may support communication of digital information
using any suitable wireless access technology including, for
example, any combination of short-range, long range, Wi-Fi,
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cellular, personal communication system (PCS), Bluetooth,
Near Field communication (NFC), to name only a few pos-
sible air interface technologies.

FIG. 1 also includes a portable telephone 130 that may be
capable of communicating over one or more of a cellular,
PCS, Wi-Fi, or other wireless communication network, and
may have more limited yet sufficient functionality to interact
with the computer system 150 than that available from the
PCs 110, 115 and the communication device 125.

In addition, FIG. 1 illustrates a kiosk device 135, which
may permit users in retail and public venues to engage in
various activities described herein, which may or may not
access the computer system 150. The kiosk device 135 may
be designed for indoor or outdoor use, and may be linked to
the e-commerce platform 150 via a communication link 137
and Internet 105, as shown, or may communicate directly
with the computer system 150 using any other suitable wired
or wireless means. The kiosk 135 may have functionality that
is equivalent, greater than, or less than the personal computers
110, 115, the communications device 125, and the cellular
telephone 130.

The illustration of FIG. 1 also shows a business establish-
ment 160 that may, for example, be a “brick-and-mortar”
business associated with the operator or sponsor of the com-
puter system 150. The business establishment 160 may
include a kiosk 164 that may support access to the computer
system 150 from the business establishment 160, for those
users that are located within or outside of the business estab-
lishment 160. The illustration of FIG. 1 also includes a com-
munication device 162 that may belong to, or be loaned to a
customer of or visitor to the business establishment 160,
permitting the customer/visitor to, for example, entertain
themselves by send and receive messages or participate in
various activities such as, by way of example and not limita-
tion, single or multi-user activities/games such as, for
example, education and gaming, and many others. Users of
communication devices within the business establishment
160 such as, for example, the communication device 162 and
the kiosk 164 may be enabled to communicate with each other
and the computer system 150 via the Internet 105 and the
communication link 167, which may be, for example, any
suitable combination of wired and/or wireless communica-
tion technologies.

In addition, the system 100 of FIG. 1 includes an applica-
tion/web server 170 that may, for example, be operated by a
third-party provider of applications selectable by users of the
computer system 150, and that may be arranged to interact
with elements of the computer system 150, as described more
fully below.

In a representative embodiment of the present invention, a
device such as, for example, the computer system 150 or user
communication device 125 may be used to create an avatar
and/or an associated animated sequence from one or more
still image(s) as described herein. Some representative
embodiments of the present invention may use suitable hard-
ware, software, and/or logic circuitry to implement object
recognizers that identify or recognize in composite images
portions of objects or living beings such as, by way of
example and not limitation, a human being, an animal such as,
for example, a dog, cat, or horse, or objects such as a car/
motorcycle. In such a representative embodiment, an object
recognizer to be associated with a particular portion of an
image (an “image patch”) of an object or living being (e.g., a
human being) may be trained using a set of image patches that
have the same local configuration of “keypoints” such as, for
an example of a human being, the eyes, nose, shoulders, hips,
etc., and use them as positive training examples. A represen-
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tative embodiment of the present invention employs a data-
base of recognizable objects defined in part, in terms of such
“keypoints.” However, in order to animate portions of an
image that have been recognized, a representative embodi-
ment of the present invention employs additional information
about the location(s) of underlying anatomical feature(s) of
the portion of the recognized object or living being. Such
information may, for example, be in the form of reference
models of various objects or living beings such as, by way of
example and not limitation, humans, dogs, cats, horses, and
cars. Such reference models may include, by way of example
and not limitation, information identifying the location of
points within the reference model that correspond to key-
points of image portions recognized using any of a number of
object recognition approaches. Such a reference model may
then be used as a framework onto which portions ofthe source
image associated with recognized image portions (e.g., rec-
ognized body parts) are texture mapped to form a moveable
model, in creating an animation of the recognized image
portions.

It should be noted that the discussion that follows
describes, by way of example and not limitation, the creation
of'an avatar or an animated sequence using, in part, a particu-
lar object recognition tool in the form of a “poselet.” Further
information about the use of “poselets” may be found, for
example, in a PhD dissertation submitted by Lubomir Bour-
dev at the University of California at Berkeley in Spring of
2011, the complete subject matter of which is hereby incor-
porated herein by reference, in its entirety. The reference to
the use of “poselets” in the illustrative examples that follow
does not necessarily represent a specific limitation of the
present invention, unless explicitly recited in the claims, as
the inventive concepts described herein may use other
approaches to, for example, segment images, recognize
objects or body parts, and extract image portions to be used in
the creation of an avatar or an associated animated sequence
in accordance with a representative embodiment of the
present invention. Further, a representative embodiment of
the present invention may, for example, use a number of
different techniques, in combination (i.e., “boosting”), in
series or in parallel, where in some representative embodi-
ments, results from each of the algorithms may be weighted to
determine the outcome, to improve the accuracy, quality, or
speed of the image analysis, enabling the creation of an avatar
or animated sequence of higher quality in a shortened amount
of time, and or adjusted to run satisfactorily on platforms
having various levels, or limited, computing resources (e.g.,
ranging from desktop personal computers down to handheld
computers, game systems, and smart phones).

For example, image segmentation and object recognition
may also be done using an approach based on what are
referred to as “textons,” in place of or in addition to the use of
algorithms for the recognition of “poselets”. Such an
approach may, for example, use the Microsoft Research Cam-
bridge (MSRC) image database to train object class models.
The MSRC database is composed of 591 photographs of 21
object classes. Additional information about the MSRC
image database may be found at http://research.microsoft.
com/vision/cambridge/recognition/. Additional information
about the concept of a “texton” may be found, for example, in
“Textons, the elements of texture perception, and their inter-
actions” by B. Julesz, Nature, 290(5802):91-97, March 1981,
in “Contour and Texture Analysis for Image Segmentation”
by Malik, et al., International Journal of Computer Vision,
43(1):7-27, June 2001, and in “TextonBoost for Image
Understanding: Multi-Class Object Recognition and Seg-
mentation by Jointly Modeling Texture, Layout, and Con-
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text” by J. Shotton, J. Winn, C. Rother, and A. Criminisi,
International Journal of Computer Vision, Springer Verlag,
January 2009, the complete subject matter of each of which is
hereby incorporated herein by reference, in its respective
entirety.

To illustrate, by way of example and not limitation, in some
representative embodiments of the present invention, a first
approach may be used to perform object recognition and
image segmentation, and a second approach may then be used
upon the image data of a recognized object (e.g., a human), to
more effectively recognize various image sub-portions
known to be part of the object identified by the use of the first
approach.

In arepresentative embodiment of the present invention, an
object recognition algorithm for recognizing a particular por-
tion of an object or living being may maintain information
that identifies other portions of the object or living being that
are adjacent to the particular portion in the anatomy of the
object or living being of interest, and may include identified
reference points (e.g., relative to “keypoints™) and parameters
for the underlying skeletal features that may define dimen-
sions of features (e.g., in a human, a femur or a tibia), or
define, limit or constrain motion of the underlying skeletal
features/parts relative to one another (e.g., a knee joint or an
elbow joint) of the object or living being of interest.

For example, in one representative embodiment of the
present invention, a set of image recognizers may be trained
for recognition of parts of a living being such as, for example,
a human being, or parts of inanimate objects such as, for
example, a bicycle or a car. Each image recognizer may be
associated with information identifying the location(s) of
underlying features of the portion of the human skeleton (e.g.,
the bones and joints) or object (e.g., a axel of a wheel, the post
of'a set of handlebars, or the post of a bicycle seat) within the
boundaries of the portion of the human body/object that the
image recognizer has been designed or trained to recognize.
The underlying features may be defined in terms of, by way of
example for a human being and not limitation, the endpoints
of skeletal elements, the location(s) of joints, and/or other
suitable reference points of particular body parts such as, for
example, the endpoint(s) of the bone(s) of an upper arm, a
lower arm, a finger, a lower leg, or an upper leg, and the
location(s) of the joint(s) that interconnect those body parts.
The information identifying the location(s) of underlying
features of the portion of the human skeleton associated with
each recognized image portion may, for example, correspond
to reference points/locations of a movable model, to permit
mapping of portions of the source image to the surface of the
movable model.

The positional relationships of the various portions of the
object or living being to be recognized may be defined. For
example, an object recognizer that is trained to recognize an
image portion comprising a particular view of a left elbow, a
portion of the associated upper left arm, and a portion of the
associated lower left arm may be implemented. The object
recognizer trained to recognize an image portion comprising
a similar view of a portion of the lower left arm and associated
left hand may also be implemented. The physical relationship
of the parts of the human body that those object recognizers
are trained to recognize may be defined (e.g., in terms of
relative locations of keypoints), such that when an object
recognizer recognizes a first body part in an image, a finite
number of locations of the reference points of other nearby or
adjacent body parts may be estimated based on the known
relationship(s) of the portions of the human body that corre-
spond to the recognized first body part. By using the known
positional relationships of the adjacent image portions recog-
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nized by an image recognizer, and the features (e.g., dimen-
sions and interconnections or joints) of the underlying skel-
etal parts or elements, a representative embodiment of the
present invention may then apply a user-selected sequence of
motion, described by what is referred to herein as a “motion
template,” to define the motion of particular skeletal features
of'the object or living being of interest (e.g., reference points
for features of the hands, elbows, knees, and/or feet of a
human being, the pedals and wheels of a bicycle). For
example, a motion template in some representative embodi-
ments of the present invention may comprise a time ordered
series of magnitude and direction information in two or three
dimensions, for each of the specific reference points of the
components of the object or living being to be animated.
When combined with the defined relationships of anatomical
reference points and the interconnection of skeletal parts at,
for example, the joints, the motion of the underlying features
of' the skeleton of the living being of interest may be defined.
Using the motion of the reference points of the underlying
skeletal features, the motion of the portion of the extracted
image of the object or living being of interest may then be
determined.

In order to improve the appearance of the resulting ani-
mated images, a representative embodiment of the present
invention may match and/or blend visual features (e.g., tex-
ture information related to fabric pattern, color boundaries,
shading, fabric creases) of the adjacent animated image por-
tions, by matching the visual feature(s) in the image portions
corresponding to adjacent recognized image portions. For
example, additional image details such as creases or folds
(e.g., created by shading or shadowing in the image) in the
fabric of clothing or the skin of the person of interest may be
generated based upon the relative motion of underlying skel-
etal features, and therefore corresponding to the motion of the
corresponding parts of the body of the object or living being
of interest. For example, whether the arm is clothed (i.e.
person wearing a shirt) or bare, a crease typically forms in the
fabric of a shirt or blouse, or in the skin on the inside of the
elbow joint of a human being when the lower and upper
portions of an arm are moved from a straightened position to
a bent position. While the lighting conditions may change the
exact appearance, crease(s) or fold(s) still form a visual arti-
fact that may be approximated when the relative positions of
the underlying skeletal features (e.g., the upper and lower
arms at the elbow joint) are in certain known relationships.
Mapping of texture information from recognized portions of
a source image to a corresponding portion of the surface
contour of a 3D model of an anatomically typical object or
living being of interest permits the generation of an avatar
and/or animated sequence with realistic the appearance.

A representative embodiment of the present invention may
create an avatar by mapping texture information extracted
fromrecognized portions of one or more image(s) of an object
or living being to be represented, onto a generic or “average”
2D or 3D model of the object or living being to be repre-
sented. In one representative embodiment, for example, cre-
ation of a facial portion of an avatar may use a morphable 3D
face model that is a multidimensional 3D morphing function
based on a linear combination of a large number of actual 3D
scans of human faces. The morphable 3D model may be
automatically matched/adjusted to information derived from
a 2D image selected by an end-user. Although other
approaches may be employed, an example of one suitable
technique using a 3D model may be found in “A Morphable
Model for the Synthesis of 3D Faces” by Volker Blanz and
Thomas Vetter of the Max Planck Institut fur Bologische
Kybernetik, available at <http://gravis.cs.unibas.ch/
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Sigg99 . html>, the complete subject matter of which is hereby
incorporate herein by reference in its entirety. In a represen-
tative embodiment of the present invention, such an approach
may be extended as described above for use in creating a
tunable, meshed, 3D model representing other portions or the
entirety of a human body, in which shape and texture vectors
may be modified according to multiple parameters including,
by way of example and not limitation, weight, emotion,
behavior or activity, and gender, enabling the creation ofa 3D
movable model for an avatar that may be rendered for viewing
from any angle.

In arepresentative embodiment of the present invention, an
end-user may modify shape and/or texture vectors, or any
other suitable parameters, to create an avatar from a 3D model
that is a faithful or “true” representation of aspects of an
original 2D image, or may create an avatar from a 3D model
in which certain properties or attributes of the avatar are
modified from the original 2D image in certain prescribed or
preset ways, which may be user definable. In another repre-
sentative embodiment of the present invention, a 2D model
may be used. For instance, by way of example and not limi-
tation, the user may be enabled to select from one of a number
of preset or predefined, or end-user-defined modifications
that may include, by way of example and not limitation, a
fun-house mirror face, an angry face, and a smiling face. In
some representative embodiments of the present invention,
the system may include any functionality needed for the
end-user to create new instances, or modify existing instances
ot 2D or 3D shape and texture information to produce things/
beings of their own creation, to be included with shape and
texture information scanned from similar objects or live sub-
jects, and transformed into the vector space representation
mentioned above. In this way, a representative embodiment of
the present invention allows an end-user to later adjust or tune
the 2D or 3D model to create an avatar having unusual fea-
tures not present in human subjects (e.g., space aliens or
never-before-seen animals and plants, and other variations).

In a representative embodiment of the present invention,
animation of the resulting 2D or 3D model according to
user-selected or customized motion information (e.g., a user-
selected or user-customized motion template) may then be
used in rendering image information for display via a 2D or
3D medium such as, for example, a mobile or other device
having a 2D or 3D-capable display. Such a motion template
may comprise, by way of example and not limitation, a time
ordered list of distance vectors in two-space or three-space for
each reference point in a movable model and/or formula for
calculation of the position of each of one or more reference
points in a movable model based on time.

Further, a representative embodiment of the presented
invention may derive emotion/mood information. Such emo-
tion/mood information may be derived, for example, from an
analysis of user responses to system-generated questions,
analysis of captured images of the user’s face or body (e.g.,
details of the eyes and mouth, or body pose), or system
analysis (e.g., using keyword frequency or natural language
analysis) of various news items from information sources),
which may be used to adjust/tune the facial features/pose of
the avatar to reflect the emotion/mood of the user. A system in
accordance with a representative embodiment of the present
invention may also provide controls for the end-user to manu-
ally adjust various parameters to “touch-up” the appearance
of the avatar to their liking.

In some representative embodiments of the present inven-
tion, the algorithms used for the generation of an avatar and/or
an animated sequence from a still image may be user-adjust-
able according to the age, sophistication, taste, or whim of the
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user. For example, within the capabilities of a particular
implementation of the present invention, the algorithms may
be adjusted by the user to produce a less accurate represen-
tation of the appearance of the animated figure from the still
image of'a subject extracted from a composite image, in order
to reduce the complexity of the computations, the demand on
computational resources used, and the time needed to gener-
ate the animation. For example, one user may choose to have
a representative embodiment of the present invention more
quickly generate an animated sequence that appears to have
been assembled from portions simply cut from a 2D image
without, for example, the blending of shades or color or
nuances of lighting, the matching of fabric patterns, and the
recognition or addition of crease or folds due to motion, using
the computing resources of a smart phone, a laptop, or a tablet
computer. Another user, however, having a more powerful
computing platform on which the animation may be gener-
ated and displayed, or for whom more accurate images are
important, may choose a higher level of accuracy of repre-
sentation. A higher level of accuracy of representation may
take more time to produce, consume more memory and pro-
cessor resources during generation of the animated sequence,
and may therefore require a computing platform that cannot
be carried on the person of the user, but may instead be
accomplished by the mobile computing platform in conjunc-
tion with remote cloud computing resources. Further, the user
may choose to adjust operating parameters to permit a repre-
sentative embodiment of the present invention to display an
animated sequence as it is rendered from the movable model,
in which the user is directing the motion using an input
device, rather than generating the animation using a motion
template.

In view of the number of devices such as, for example, cell
phones, smart phones, web cameras, net book/tablet/laptop/
desktop computers, and handheld gaming platforms that now
contain high quality imaging devices, a large volume of digi-
tal images, both single still images and as frames from motion
video, are currently stored either on their respective devices,
backed up and synced with other devices, and/or “in the
cloud” and are available to a large portion of the population.

The stored image information likely includes a wide vari-
ety of arrangement/positions of objects or living beings of
interest, offering the opportunity to select from the available
image data, those images that produce more favorable results
in the use of, by way of example and not limitation, a particu-
lar object recognition approach and various image extraction
techniques, than may be seen in particular applications of
those technologies such as, for example, those in which the
subject is positioned in a manner for which the underlying
algorithms do not perform well (e.g., when seated).

In some representative embodiments of the present inven-
tion, the user may be requested to aid the algorithms for object
recognition and/or extraction of an image of an object or
living being (e.g. their own image) from a composite image.
This may occur, for example, for images that are “low qual-
ity” due to, by way of example and not limitation, adverse
lighting conditions during image capture, similarity in the
color of the image of the object or living being of interest and
other objects in the composite image, and occlusion of or by
other objects or living beings. Such aid may take the form of
a request that the user trace/circumscribe the object or living
being of interest in the composite image, or point (e.g., using
a stylus or finger on a touch-sensitive screen, or using an
on-screen cursor controlled by a joystick, trackball, touchpad,
or mouse) to select/click to identity specified locations on the
image of the object or living being of interest, or on parts of
surrounding background objects or living beings (e.g., the
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skin or clothing of another person, a point on a wall or floor,
the fabric of the chair in which their image is seated). In this
manner, additional information may be gathered to allow the
more efficient or effective analysis of the composite image.

In a representative embodiment of the present invention, a
set of motion templates may be defined, where each motion
template describes the typical movement of a selected set of
anatomical features or reference points for an object or living
being such as, for example, a human or animal, while the
object or living being is engaged in a particular activity
involving motion of the set of anatomical features such as, for
example, walking, running, climbing, clapping, swimming,
and flying, to name just a few. A motion template may, for
example, be defined as a set of relative measurements of the
movement of particular features such as, for example, the
joints or endpoints of parts of the body of a living being like
a human being, for example. Information for such motion
templates may be derived from motions studies of the objects
or living beings for which motion templates are desired.

It should be noted that although representative embodi-
ments of the present invention are described with respect to
the use of a particular example approach in recognizing and
segmenting portions of an image and the underlying features
that allow the generation of animated sequences, the use of
any particular object recognition technique does not neces-
sarily represent a specific limitation of the present invention,
as other approaches to identify image features, body parts,
and the associated underlying anatomical structure for ani-
mation may be employed, without departing from the spirit
and scope of the present invention.

In some representative embodiments of the present inven-
tion, the analysis may be performed on the composite image
containing the object or living being of interest and may act to
identify the portions of the composite image that belong to the
object or living being of interest. In other representative
embodiments of the present invention, the analysis may be
applied to a portion of the composite image following aid in
identification of the boundary of the object or living being of
interest by the user, as previously described, or by a computer
algorithm that may be used to segment the composite image
to reduce the amount of image data to be analyzed by a later
applied step/algorithm.

To further illustrate some of the features of a representative
embodiment of the present invention, a non-limiting example
is now provided for a system for producing an avatar and/or
animated sequence in accordance with the present invention.
Having such a system at their disposal, a person (e.g., a boy,
girl, man, or woman) may decide that they wish to play a
game with a friend at a location remote from their own, using
apersonal computer with display, an Internet connection, and
avideo camera such as, for example, a “web cam.” The game
being played may, for example, be a card game involving two
or more players, where a live image of each player appears in
a portion of each player’s display, showing each player with
playing cards in their hands. The exact nature of the game and
the players is not important. Let us assume that one of the
players is not feeling well and has a cold or other illness, and
that they would prefer not to have a picture of how they look
and feel sent to the other players. Using a representative
embodiment of the present invention, the player who is ill
may choose to instead have an avatar created for them to
represent them on the displays viewed by the other players.
The player that is 11l may begin by selecting a still image, or
a frame from a video in which they appear, as the “composite
image” described above, to be used in generating their avatar.
The composite image used may have been previously stored,
by way of example and not limitation, on their personal com-
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puter, on a digital camera or a smart phone, or on a remote,
cloud-based image storage system such as Photo Stream from
Apple Inc., or SkyDrive®, developed by Microsoft Corpora-
tion.

Once the player selects a suitable composite image in
which they appear, a representative embodiment of the
present invention may request the player to identify the
selected composite image to the system, and to select the type
of object or living being that the system is to animate. In the
present example, the thing of interest in the composite image
is a human being. In one representative embodiment of the
present invention, the system may determine the boundaries
of'the player in the selected composite image by analyzing the
composite image and identifying/recognizing portions of the
player’s body using, for example, an appropriate object rec-
ognition approach, augmented as described above. For
example, the system may have anumber of object recognizers
available for a number of different objects or living beings
including, by way of example and not limitation, human
beings, dogs, cats, horses, birds, cars, and bicycles. To further
identify the most appropriate object recognizer to use in the
analysis of an image of the user, the user may be requested to
identify one or more characteristic about themselves such as,
for example, their sex and their age. In some representative
embodiments of the present invention, the player that is ill
may also be requested to identify the lighting conditions of
the image (e.g., indoor or outdoor, and dim lighting, normal
lighting, or bright sunlight), and whether they are standing or
seated in the selected composite image. Following analysis,
the system may visually identify to the player on a display, the
composite image being analyzed, with those portions of the
composite image corresponding to recognized objects out-
lined, boxed, or conspicuously colored, to show the portions
of the composite image recognized by the analysis.

Continuing with the present illustrative example, once por-
tions of the selected composite image have been recognized,
the player may be asked to select a motion template to be used
in animating the avatar. For example, a representative
embodiment of the present invention may have a number of
motion templates to use in animating an avatar such as, by
way of example and not limitation, motion templates suitable
for use in creating animations that include walking, running,
galloping, climbing, clapping, swimming, flying, and for this
example, various hand and finger movements that may be
used while playing cards. One or more thresholds or condi-
tions may be applied to determine whether an appropriate/
sufficient collection body parts or image portions have been
recognized in the composite picture to enable the generation
of the avatar for the requested animation. For example, if a
particular minimum set of body parts that includes the refer-
ence points needed for animation of the galloping of a horse
have not been recognized in a composite image including a
horse, a representative embodiment of the present invention
may inform the user that the selected animation (i.e., gallop-
ing of a horse) cannot be created. In such an instance, the user
may be requested to aid the system in identifying the image
portions needed to create the avatar. In the present example,
recognition of image portions corresponding to the head,
upper body, arms, hands, and fingers may be sufficient to
create an avatar able to present the movements of a person
involved in playing cards. In a representative embodiment of
the present invention, each recognized image portion having
associated reference points to be animated by a particular
motion template may have an associated parameter that indi-
cates the importance of recognition of the corresponding
portions of the body of the object or living being of interest for
that motion template, and the animation according to the
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motion template may not be created if the importance of
recognition of a certain body part is above a particular thresh-
old.

Once recognition of a sufficient collection of body parts
has occurred, a representative embodiment of the present
invention may animate the recognized portions of the com-
posite image according to the motion of the reference points
identified in the motion template that correspond to the ref-
erence points of the underlying structural elements (e.g., skel-
etal parts) for the recognized body parts. For example, an
object recognizer may be employed that is trained to recog-
nize, for example in a human being, a lower portion of the left
upper arm, the left elbow, and an upper portion of the lower
left arm. The locations of the ends of the underlying bones and
the common joint (i.e., the elbow joint) may be defined as
reference points associated with the recognized body parts
(e.g., relative to a reference point or keypoint of the recog-
nized body parts). Additional information related to, for
example, anatomically adjacent body parts may also be avail-
able. In a representative embodiment of the present invention,
the texture information and/or other information for the rec-
ognized portion of the composite image may be mapped onto
a surface of a movable model animated according to the
motion defined by corresponding reference points of a motion
template for a human being while, for this example, dealing a
card. By animating each portion of the movable model
according to the motion of the reference points for the recog-
nized body part as defined by the user-selected motion tem-
plate, a collection of portions of the composite image corre-
sponding to the collection of recognized body parts may be
animated. Although, in some representative embodiments of
the present invention, this approach may not result in an
animation that may be mistaken for the actual player, the
matching of visual details (e.g., fabric patterns, colors, shad-
ing, creases due to motion, and other features) may be further
optimized, and may be suitable as described for use in chil-
dren’s games, cartoon-like sequences, and other forms of
entertainment. In other representative embodiments of the
present invention, the animation may be quite good.

In some representative embodiments of the present inven-
tion, the image of the object or living being to be animated
may first be extracted from the composite image using a first
object recognition or image segmentation technique, before
analysis using a second object recognition or image segmen-
tation technique is performed. As previously discussed above,
in some representative embodiments of the present invention,
a composite image may first be processed using an algorithm
such as, by way of example and not limitation, a “texton”-
based approach to recognize objects in the image and to
segment the image, for further processing using an algorithm
such as, by way of example and not limitation, that of a
“poselet”-based approach. In such an embodiment, object
recognition and extraction of the object or living being to be
animated from the composite image and image segmentation
may improve the likelihood of success of the analysis and
speed of generation of the animation, reducing the complex-
ity of the problem at hand by limiting the amount of the image
content of the composite image that must be processed.

FIG. 2 shows an exemplary composite image 200 of a
group of four individuals that a user may wish to employ as a
source image to be used in the creation of an avatar and/or an
animated sequence, in accordance with a representative
embodiment of the present invention. Although the compos-
ite image 200 has a relatively uniform background, this is for
reasons of simplicity and clarity of illustration, and does not
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necessarily represent a specific limitation of the present
invention. The four individuals in the composite image 200 do
exhibit some occlusion.

FIG. 3 shows a composite image 300 that may, for example
correspond to the composite image 200 of FIG. 2, in which
bounding boxes 310, 320, 330, 340 are displayed that identify
four sub-images that have been recognized or interpreted as a
human being by an image segmentation or object recognition
algorithm, in accordance with a representative embodiment
of the present invention. The object recognition or image
segmentation technique employed may be any of a number of
other suitable approaches known in the art, used separately
and/or in combination, as previously described. Occlusion of
two of the four individuals upon others, and of objects upon
the illustrated individuals may represent situations where a
representative embodiment of the present invention may
request user intervention, to aid in identification of a bound-
ary separating each image portion of a human being from
another, or the background. The result of image segmentation
such as that illustrated in FIG. 3 results in the identification of
four sub-images that may be of interest to the user in creating
a desired avatar and/or animated sequence.

FIG. 4 shows an image 400 that may correspond, for
example, to the sub-image contained within the bounding box
330 of FIG. 3, in accordance with a representative embodi-
ment of the present invention. As illustrated in FIG. 4, a
number of bounding boxes 410, 420, 430, 440, 450, 460, 470
have been displayed on the image 400 to illustrate the recog-
nition or interpretation of portions of the image 400 by a
second algorithm designed to recognize portions of the body
of'a human being. It should be noted that the bounding boxes
410, 420, 430, 440, 450, 460 470 of FIG. 4 are merely one
visual method of indicating recognition or interpretation of
portions of an image. It should further be noted that, for
reasons of simplicity and clarity, the illustration of FIG. 4
shows bounding boxes for only a few of the parts of the body
that may be recognized by a representative embodiment of the
present invention. The bounding box 410 may be displayed in
response to, for example, identification or recognition by an
object recognizer trained to recognize the head of a human
being. A previously described, an object recognition algo-
rithm may be employed that may recognize various different
views of the same portion or part of an object or living being.
In a similar fashion, the bounding box 420 may be displayed
in response to recognition of the portion of a human being
including the left shoulder and upper left arm, and the bound-
ing box 430 may be displayed in response to recognition of a
portion of a human body including the lower portion of the
upper left arm, the left elbow, and the upper portion of the
lower left arm. The bounding box 440 may be displayed in
response to recognition of a portion of a human body includ-
ing the left hand and lower portion of the lower left arm, and
the bounding box 455 may be displayed in response to rec-
ognition of a portion of a human body including the lower
portion of thigh, the left knee, and the upper portion of the left
calf. Finally, the bonding boxes 460, 470 may be displayed in
response to recognition of, respectively, a left foot and ankle,
and a right foot and ankle.

The illustration of FIG. 4 also shows a respective single
reference point 415, 425, 435, 445, 455, 465, 475 for each of
the bounding boxes 410, 420, 430, 440, 450, 460, 470. The
reference points 415, 425, 435, 445, 455, 465, 475 represent
the approximate location of a feature of the underlying ana-
tomical structure of the object or living being (i.e., in this
example, a human being) to be animated, and correspond to
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matching reference points of movable model onto which tex-
ture information from the recognized portions of the image
400.

FIG. 5 shows an illustration of a meshed polygon model
500 of a human being showing the locations of reference
points 515, 525, 535, 545, 555, 565, 575 that may correspond
respectively to, for example, the reference points 415, 425,
435,445, 455, 465, 475 of the recognized objects represented
by the bounding boxes 410, 420, 430, 440, 450, 460, 470
illustrated in FIG. 4, in accordance with a representative
embodiment of the present invention. Although not shown in
the illustration of FIG. 5 for reasons of clarity, texture infor-
mation and/or other information taken from portions of the
image 400 of FIG. 4 corresponding to the recognized body
part images of the bounding boxes 410, 420, 430, 440, 450,
460, 470 may be mapped to the surfaces of the corresponding
portions of meshed polygon model 500, creating an avatar of
the object or living being depicted in the image 400 of F1G. 4.
It should further be noted that, for reasons of simplicity and
clarity, the illustration of FIG. 5 shows only a subset of the
reference points of the model that may be used by a represen-
tative embodiment of the present invention.

In a representative embodiment of the present invention, as
discussed above, motion information corresponding to each
of the references points 515, 525, 535, 545, 555, 565, 575
taken from a motion template selected by a user of a repre-
sentative embodiment of the present invention may be used to
define movement (i.e., changes in position/pose) of those
reference points of the meshed polygon model 500, thereby
enabling rendering, at system or user-selected intervals of
motion, of one or more images of an animation of the model
500, and generating an animated sequence of an avatar. The
animated sequence of the avatar may then be composited with
a system or user-selected background to create an animated
composite image. A similar approach may be employed in the
creation of avatars and/or animated sequences of other
objects or living beings such as, for example, an animal such
as a dog, cat, or horse, or an object such as, for example, a
bicycle, car, locomotive, or airplane.

In a representative embodiment of the present invention,
the system may use the available information about an object
or living being of interest and attempt to recognize and iden-
tify to the user (e.g., by displaying a bounding outline, border,
or bounding box) the objects or living beings which the sys-
tem has recognized in an image. With some images (e.g., due
to similarity of color content, lighting conditions, and occlu-
sion of portions of the object or living being of interest by
other objects or living beings in the selected image), the
system may be unable to recognize in the image a sufficient
amount of the image as belonging to one or more particular
objects or living beings known to the system. In such
instances, the system may prompt the user to indicate (e.g.,
using a cursor controlled by a touch-sensitive surface or dis-
play, a track ball, joystick, or a mouse) the objects or living
beings of interest to the user. The user may then simply place
a cursor on the object or living being of interest and click/
select, draw a line that encloses the object or thing of interest,
or trace the boundary that separates the object or living being
of interest from the background. The image of the object or
living being of interest may then be extracted from the com-
posite image.

A representative embodiment of the present invention may
then analyze the extracted image and identify particular por-
tions of the image, where each identified portion has associ-
ated with it, information identifying underlying features of
the portion of the skeleton or structure (e.g., the bones and
joints, structural elements and points at which relative motion
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of the structural elements can occur) within the identified/
recognized(?) boundaries of the particular portion of the
image (e.g., the portion identified by the object recognizer).
For example, the system presently discussed may analyze the
selected image and recognize portions of the upper body of
the user, and in particular, may recognize, for example, the
head and neck; each shoulder and a portion of the respective
upper arm; a remaining portion of each upper arm, respective
elbow, and a portion of the respective lower arm, and remain-
ing portion of each lower arm and respective hand.

It should be noted that the example presented above is for
purposes of illustration, and does not necessarily represent
specific limitations of the present invention, unless recited by
the claims, and that an animated sequence that comprises
multiple avatars may be created using the described tech-
niques. For example, image information for various assort-
ments of people, pets, and object(s) may be extracted from
one or more still images and/or video content, and may be
animated by like or different motion information to create an
animated sequence.

FIG. 6 is a flowchart 600 illustrating an exemplary method
of'operating a system for creating an animated sequence from
a still image, in accordance with a representative embodiment
of the present invention. The following description of the
method of FIG. 6 may make reference to the elements of FIG.
1. The method of FIG. 6 begins when a user wishes to create
an animation using their own image. At block 605, the user
may identify a stored composite image they wish to use, or
may ask a system such as the PCs 110, 115 or communication
device 125 of FIG. 1 to capture an image of their own face or
that includes their own face, and to search local and/or exter-
nal storage for stored composite image(s) in which the cap-
tured image appears, or those associated with their name or
other information that identifies them. The search may
include, for example, the storage devices of PCs 110,115, the
memory of the user communication device 125, images
stored on the computer system 150, or those images available
on or via the web server 170. The user may then choose from
the retrieved composite image(s) to select a composite image
to be used in creating the animation.

Next, at block 610, the user may choose a form of anima-
tion to be created. For example, the user may wish to be
animated as climbing a mountain or up a sheer rock cliff,
paddling a canoe, riding a bicycle, walking up the side of the
Eitfel Tower, riding a bike on the Tour de France, to name only
a few activities. Then, at block 615, the user may choose the
background to be used for the animation. Suitable back-
grounds may reside on the storage and memory identified
above, which may be searched based on identified locations
(e.g., Mt. Everest, Red Square, The Indianapolis Motor
Speedway) or by one or more descriptive characteristics (e.g.,
a cliff, a river, a skyscraper, a street, a bare tree).

At block 620, a system in accordance with the present
invention then analyzes the composite image submitted by
the user, to recognize and extract portions of the user image of
composite image needed for the chosen animation. The
analysis may be performed in the device employed by the user
to interface with the system such as, for example, a personal
computer such as a tablet computer, one of the PCs 110,115,
or the user communication device 125 of FIG. 1, it may be
done at the computer system 150, or the task of analysis may
be shared across two or more elements of the system of FIG.
1 including remote computing resources accessed via web or
other communication method. Next, at block 625, elements of
the system (e.g., the system 100 of FIG. 1) may animate the
extracted portions of composite image according to the user
chosen form of animation, as has been described in greater
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detail above. Again, the animation may be performed by a
personal computer such as a tablet computer, one of the PCs
110,115, or the user communication device 125 of FIG. 1, it
may be done at the computer system 150, or the task may be
shared across two or more elements of FIG. 1, including
remote computing resources. Finally, the method of FIG. 6
continues at block 630, at which the system generates the
desired animated sequence by compositing animation of the
extracted portions of the composite image selected by the
user, with the chosen background scene.

Additional aspects of a representative embodiment of the
present invention may be seen in a system that continuously
monitors various sources of news and social traffic including,
for example, news sources (e.g., Associated Press (AP), Reu-
ters), social media (e.g., Twitter®, Facebook®), RSS (rich
site summary) newsfeeds, blogs (e.g., Huffington Post), news
websites (e.g., newspaper and television network web sites),
and bulletin boards, to determine currently trending topics
using any of a number of known approaches. Depending on
the nature and subject area of the currently trending topics
(e.g., entertainment, weather, sports, finance, crime, housing,
health and medical), the system may gather pictures attached
to or associated with textual content about or related to certain
trending topics. Such information may be analyzed and clas-
sified by the system to determine subject matter, level of
importance and timeliness, global/local relevance, and mood
(e.g., “light”, uplifting, happy, financial, aggression, conflict,
social/celebrity/public figure, government, severe weather/
natural disaster, etc.), using textual content and/or analysis of
accompanying images and/or image captions.

A representative embodiment, using the gathered informa-
tion about trending topics may then select one or more ques-
tions that it presents to a user of the system via a visual display
of text, or playing of audio (e.g., stored or computer-gener-
ated speech). For example, on a day on which the top trending
topics relate to military conflict and/or war, the system may
ask the user “Do you feel like fighting today?”, while on a day
on which the trending topics relate to lighter, more pleasant
world events, the system may ask “Are you feeling happy
today?”. If a trending topic relates to a particular celebrity, the
system may ask “Would you like hang out with <celebrity
name> today?”. The system may ask a series of questions
based on responses to earlier questions, to further ascertain
the mood and/or interests of the user.

In one representative embodiment of the present invention,
the user may respond to each posed question using, for
example, text at a keyboard or by, by way of illustration and
not limitation, selecting a “Yes” or “No” answer or an answer
to a multiple choice question on a screen, using a mouse or
touch-sensitive display. In another representative embodi-
ment, the user may respond verbally, and their audio response
may be captured by a microphone integrated within or
attached to the computer, smart phone, or other device that
they are using. If the response is made verbally, some repre-
sentative embodiments of the present invention may perform
a “voice stress analysis” upon the user’s audio response, to
determine the effects of the question(s) and the underlying
emotions or general emotional state that the user is feeling. In
yet another representative embodiment, the system may
employ an imaging device to capture a series of images of the
end-user, and may analyze those images to determine the
mood/emotion/feelings of the end-user. Such a series of
images may be captured using a front or user-facing camera
of an electronic user device such as a smart phone or tablet
computer at various times of use, such as following start up, or
when surfing particular web sites, or when the functionality
for creating avatars and/or animated sequences is activated
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for a session of use. The details of suitable algorithms for
determining mood and emotion based on voice stress and
image analysis of a human being are well known and beyond
the scope of the present application, and the details of such
algorithms will not be discussed here. In a representative
embodiment of the present invention, such information may
then be used in the creation of an avatar and/or animated
sequence.

Based on the response of the user to the question(s) posed
by the system, and in some cases their mood or emotional
state, a representative embodiment of the present invention
may retrieve one or more images related to particular topics
found to be trending topics over the past hours, days, or weeks
that relate to their answers. For example, if the most active
topic of the gathered news relates to war and military conflict,
and the user responded “Yes” when asked the question “Do
you feel like fighting,” the system may create an avatar of the
user (e.g., created as described above) and place it into a scene
with images of individuals taken from one or more images
related to the areas of conflict (e.g., fighting in the Middle
East, or civil riots in Indonesia). If, however, the most active
topic of the gathered news related to a happy social event of
the British Royal Family, and the user responded “Yes” when
asked “Are you feeling happy today?” or “Would you like to
hang out with Princess Kate (Middleton) of the Royal Fam-
ily?”, the system may create an avatar of the user and place it
in a scene with images of Princess Kate and other members of
the Royal Family taken from gathered images of the happy
social event of the Royals. In a representative embodiment of
the present invention, the background image may, for
example, be selected from one or more still images or video
content identified during a search of sources on the Internet,
oronthe personal computer or handheld devices of the user or
other suitable sources, based on tags attached to the images/
video, or captions/sub-headers associated with the images/
video. In addition, images and/or video content may be spe-
cifically created by a third party for the purpose of allowing
users to choose to have their avatar take part in an activity with
various public personalities such as, for example, a talk show
or other activity in which the avatar of the user interacts with
(e.g., is interviewed by) an actual image or a system-gener-
ated avatar of a well-known public figure/celebrity.

In some representative embodiments of the present inven-
tion, the mood of the user, as may be determined from user
responses to questions posed by the system, and/or by the
results of a voice stress analysis performed on audio
responses of the user, may be used in adjusting/modifying
aspects of an avatar of the user. For example, if the user of the
system has indicated that they feel happy, the system may
adjust facial details to show their avatar as smiling, and/or
may adjust/select motion information used to animate the
avatar to reflect the happy mood of the user by, for example,
showing the avatar posture as erect and moving briskly. In
contrast, if the user of the system has indicated that they feel
sad, angry, aggressive, aspects of the avatar may be adjusted/
selected to reflect appearance and/or behavior matching the
mood of the user (e.g., shoulders slumped and a sad face, and
moving slowly, if the user is determined to be unhappy or
sad).

The techniques described above may also be used in an
educational setting. The use of online classes at vocational
training schools, colleges, universities, adult high schools,
and other educational settings is rapidly growing. Using the
techniques for creating an avatar and/or an animated
sequence described above, on online education system may
create an avatar for each student, placing them in a virtual
reality setting of a classroom, with other course participants.
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The student may be provided with a 360 degree view of the
virtual classroom and the avatars of the other course partici-
pants, and may raise the hand of their avatar to ask a question
using, for example, a mouse click, a gesture on a touch-
sensitive screen, or one or more characters on a keyboard.
Participants may choose to have their avatars based on images
captured at the start or before the start of class, or may elect to
have their avatar created from one or more previously stored
images retrieved, as described above.

FIG. 7 is a block diagram illustrating a personal electronic
device 700 that may correspond, for example, to electronic
devices shown in FIG. 1, in accordance with a representative
embodiment of the present invention. The personal electronic
device 700 may correspond to electronic user devices such as,
by way of example and not limitation, a smart phone, a tablet
computer, a cellular phone, a media player, a handheld per-
sonal computer, a laptop, a notebook computer, a netbook
computer, a desktop computer, a television, or any other suit-
able electronic device having the functionality discussed
herein.

As shown in FIG. 7, the personal electronic device 700
includes a processor 710, an RF transceiver A 702, an RF
transceiver B 703, a wired interface 704, a display device 720,
auser input device 730, an audio interface 740, and a memory
750. The processor 710 may be, for example, a suitable
microprocessor or microcomputer having sufficient comput-
ing power to control the personal electronic device 700, and is
operably coupled to the RF transceiver A 702, the RF trans-
ceiver B 703, and the wired interface 704. The RF transceiver
A 702 and RF transceiver B 703 may comprise any necessary
circuitry, logic, and software/firmware for wireless commu-
nication over any of, for example, the cellular, Bluetooth,
Wi-Fi(e.g., IEEE 802.11a/b/g/n/ac), Zighbee, WIMAX or any
other wireless network known now or in the future. The wired
interface 704 may comprise any necessary circuitry, logic,
and software/firmware for wired communication over any of,
for example, an Ethernet, Universal Serial Bus, FireWire
(IEEE 1394) or other wired networks known now or in the
future.

The processor 710 is also operably coupled to the memory
750, and may be used for non-transitory storage of executable
program instructions, parameters, and data for any of the
circuitry of the personal electronic device 700. The display
device 720 is also operably coupled to the processor 710, and
may comprise, for example, one or more LED, OLED, LCD,
or other form of visual display capable of presenting text or
graphics, and may comprise any circuitry, logic, or software/
firmware to support, for example, a graphical user interface
(GUI). The user input device 730 may comprise, for example,
suitable switches, buttons, or touch sensitive surfaces to
enable user control and operation of the personal electronic
device 700, and may comprise any necessary circuitry, logic,
and software/firmware to allow it to perform those functions.
In a representative embodiment of the present invention, the
user input device 730 may be a touch sensitive surface at the
viewing side of the display device 720, enabling a user to use
the touch sensitive surface of the display device to enter user
inputs and respond to displayed information. The audio inter-
face 740 comprise any necessary circuitry, logic, and soft-
ware to interface a microphone 705 and a speaker 706 to the
processor 710.

Aspect of a representative embodiment of the present
invention may be found in a method of operating a system for
creating an animated sequence of images from one or more
still images of an object or a living being. Such a method may
comprise extracting one or more portions of an image of the
object or the living being from the one or more still images,

10

15

20

25

30

35

40

45

50

55

60

65

20

and applying the one or more portions of an image of the
object or the living being to corresponding surface portions of
a mathematical model created using physical characteristics
of a plurality of objects or living beings like the object or the
living being. The method may also comprise animating the
mathematical model according to motion information
selected by a user of the system, rendering one or more
images from the mathematical model at corresponding posi-
tions of the animation, and transmitting the one or more
rendered images for display. The one or more still images may
be retrieved from one or both of the system and a source
external to the system, using matching of an image compris-
ing the object or the living being.

In a representative embodiment of the present invention,
the method may also comprise capturing a plurality of news
items from two or more news sources, where each news item
comprises text and image data, and classifying each of the
plurality of news items according to one or more character-
istics. The method may further comprise determining one or
more of a feeling, a mood, and an emotion of a user of the
system, and selecting a news item from the plurality of news
items according to the one or more of a feeling, a mood, and
an emotion. The text may comprise a description of an event
represented by the image data, and the one or more charac-
teristics may be representative of the event or the one or more
characteristics may be representative of a feeling, a mood, or
an emotion associated with the event. The one or more of a
feeling, a mood, and an emotion of the user may be deter-
mined from one or both of tactual user input and a facial
image of the user.

In various representative embodiments of the present
invention, determining the one or more of a feeling, a mood,
and an emotion of a user may comprise capturing one or more
images of the user and analyzing the one or more images of
the user. Aspects of one or both of the mathematical model
and the animation may be modified according to the one or
more of a feeling, a mood, and an emotion of the user. The
modification may comprise one or both of morphing a facial
feature and adjusting animation based on the one or more of
a feeling, a mood, and an emotion, and the mathematical
model may be a three dimensional mathematical model. Ren-
dering the one or more images from the mathematical model
may comprise combining the one or more rendered images
with image data of the selected news item.

Extracting may comprise segmenting each of the one or
more still images to define one or more sub-images in which
the object or the living being appears, performing object
recognition upon the one or more sub-images to identify the
one or more portions of an image of the object or the living
being, and extracting image data of the one or more portions
from the one or more sub-images. The user may be prompted
to provide assistance in segmenting the one or more still
images into the one or more sub-images.

Further aspects of a representative embodiment of the
present invention may be seen in a system for creating an
animated sequence of images from one or more still images of
an object or a living being. Such a system may comprise at
least one processor communicatively coupled to a display
device, where the at least one processor is operable to, at least,
extract one or more portions of an image of the object or the
living being from the one or more still images, and apply the
one or more portions of an image of the object or the living
being to corresponding surface portions of a mathematical
model created using physical characteristics of a plurality of
objects or living beings like the object or the living being. The
at least one processor may also be operable to animate the
mathematical model according to motion information
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selected by a user of the system, to render one or more images
from the mathematical model at corresponding positions of
the animation, and transmit the one or more rendered images
to the display device.

In a representative embodiment of the present invention,
the at least one processor may be operable to, at least, deter-
mine one or more of a feeling, a mood, and an emotion of a
user by capturing a plurality of images of the user and ana-
lyzing the plurality of images, and adjust a portion of the
mathematical model according to the one or more of a feeling,
a mood, and an emotion of the user. Extracting one or more
portions of an image of the object or the living being from the
one or more still images may comprise recognizing an image
of the object or the living being of a first size, using a first
algorithm, and recognizing an image portion of a second size
less than the first size in the recognized image of the object or
the living being, using a second algorithm. The animation of
the mathematical model may be adjusted according to one or
more of a feeling, a mood, and an emotion of the user.

Additional aspects of a representative embodiment of the
present invention may be observed in a non-transitory com-
puter-readable medium having stored thereon a plurality of
codes sections, each code section comprising executable
instructions. The plurality of code sections may create an
animated sequence of images from one or more still images of
an object or a living being by, at least, extracting one or more
portions of an image of the object or the living being from the
one or more still images, and applying the one or more por-
tions of an image of the object or the living being to corre-
sponding surface portions of a mathematical model created
using physical characteristics of a plurality of objects or liv-
ing beings like the object or the living being. In addition, the
plurality of code sections may create the animated sequence
by animating the mathematical model according to motion
information selected by a user of the system, rendering one or
more images from the mathematical model at corresponding
positions of the animation, and transmitting the one or more
rendered images to a display device.

The plurality of code sections may create an animated
sequence of images from one or more still images ofan object
or a living being by, at least, determining one or more of a
feeling, a mood, and an emotion of a user by analyzing a
response of the user, and adjusting the animation according to
the one or more of a feeling, a mood, and an emotion of the
user. The response of the user may be spoken, and the ana-
lyzing may comprise voice stress analysis.

Although devices, methods, and systems according to the
present invention may have been described in connection
with a preferred embodiment, it is not intended to be limited
to the specific form set forth herein, but on the contrary, it is
intended to cover such alternative, modifications, and equiva-
lents, as can be reasonably included within the scope of the
invention as defined by this disclosure and appended dia-
grams.

Accordingly, the present invention may be realized in hard-
ware, software, or a combination of hardware and software.
The present invention may be realized in a centralized fashion
in at least one computer system, or in a distributed fashion
where different elements are spread across several intercon-
nected computer systems. Any kind of computer system or
other apparatus adapted for carrying out the methods
described herein is suited. A typical combination of hardware
and software may be a general-purpose computer system with
a computer program that, when being loaded and executed,
controls the computer system such that it carries out the
methods described herein.
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The present invention may also be embedded in a computer
program product, which comprises all the features enabling
the implementation of the methods described herein, and
which when loaded in a computer system is able to carry out
these methods. Computer program in the present context
means any expression, in any language, code or notation, of a
set of instructions intended to cause a system having an infor-
mation processing capability to perform a particular function
either directly or after either or both of the following: a)
conversion to another language, code or notation; b) repro-
duction in a different material form.

While the present invention has been described with refer-
ence to certain embodiments, it will be understood by those
skilled in the art that various changes may be made and
equivalents may be substituted without departing from the
scope of the present invention. In addition, many modifica-
tions may be made to adapt a particular situation or material
to the teachings of the present invention without departing
from its scope. Therefore, it is intended that the present inven-
tion not be limited to the particular embodiment disclosed,
but that the present invention will include all embodiments
falling within the scope of the appended claims.

What is claimed is:
1. A method for operating a system for producing an image
or video representing an end-user in a contemporaneous con-
text selected based on a mood of the end-user, the system
comprising one or more processors for communicatively cou-
pling to a communication network and a display device, the
method comprising:
monitoring, by the one or more processors, information
items comprising one or both of text and an image
received from a plurality of Internet-based information
sources comprising servers of one or both of broadcast
sources of news and accessible social networks, to deter-
mine subject matter of each of two or more topics of
discussion on the plurality of information sources;

gathering, by the one or more processors, a collection of the
information items for the two or more topics of discus-
sion;
classifying, by the one or more processors, each of the
information items in the gathered collection of informa-
tion items, to determine one or more characteristics of
each of the information items in the collection;

presenting to the end-user, by the one or more processors,
one or more questions selected by the system using the
determined subject matter of the two or more topics of
discussion;

estimating, by the one or more processors, a mood or an

emotion of the end-user, by analyzing one or more
responses received by the system from the end-user in
response to the one or more questions presented to the
end-user by the system;

retrieving, by the one or more processors from the gathered

collection of information items, one or more images
associated with the two or more topics of discussion,
according to the estimated mood or emotion of the end-
user; and

creating, by the one or more processors, one or more com-

bined images comprising an avatar created from one or
more images selected by the end-user, and one or more
background images selected from the retrieved one or
more images according to the one or more characteris-
tics, the two or more topics of discussion, and the esti-
mated mood or emotion of the end-user, for display to
the end-user on the display device.



US 9,412,192 B2

23

2. The method according to claim 1, wherein the one or
more characteristics comprise one or more of a subject matter,
alevel of importance, a timeliness, a global or local relevance,
and a mood.

3. The method according to claim 1, the method further
comprising:

adjusting one or both of appearance aspects and motion

aspects of the avatar of the end-user based upon the
responses of the end-user.

4. The method according to claim 1, wherein estimating the
mood or emotion of the end-user comprises analyzing a series
of'images of the end-user to produce an estimate of the mood
or emotion of the end-user.

5. The method according to claim 1, wherein the one or
more images associated with the two or more topics of dis-
cussion on the plurality of information sources are retrieved
from one or both of a source identified during a search of the
Internet, or a source on a personal computer or handheld
device of the end-user.

6. The method according to claim 1, wherein the retrieved
one or more images comprise one or both of video content
comprising one or more images of a well-known public figure
and one or more system-generated images of an avatar rep-
resenting a well-known public figure, and in which the avatar
of the end-user interacts with the well-known public figure.

7. A system for producing an image or video representing
an end-user in a contemporaneous context selected based on
a mood of the end-user, the system comprising:

one or more processors for communicatively coupling to a

communication network and a display device, the one or

more processors operable to, at least:

monitor information items comprising one or both of
text and an image received from a plurality of Inter-
net-based information sources comprising servers of
one or both of broadcast sources of news and acces-
sible social networks, to determine subject matter of
each of two or more topics of discussion on the plu-
rality of information sources;

gather a collection of the information items for the two
or more topics of discussion;

classify each of the information items in the gathered
collection of information items, to determine one or
more characteristics of each of the information items
in the collection;

present to the end-user, one or more questions selected
by the system using the determined subject matter of
the two or more topics of discussion;

estimate a mood or an emotion of the end-user, by ana-
lyzing one or more responses received by the system
from the end-user in response to the one or more
questions presented to the end-user by the system;

retrieve, from the gathered collection of information
items, one or more images associated with the two or
more topics of discussion, according to the estimated
mood or emotion of the end-user; and

create one or more combined images comprising an avatar

created from one or more images selected by the end-
user, and one or more background images selected from
the retrieved one or more images according to the one or
more characteristics, the two or more topics of discus-
sion, and the estimated mood or emotion of the end-user,
for display to the end user.

8. The method according to claim 1, wherein creating the
one or more combined images comprises:

recognizing one or more portions of a human anatomy in

corresponding portions of the one or more images
selected by the end-user;
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for each of the recognized portions, extracting the corre-
sponding portion of the one or more images, wherein
each recognized portion has associated reference points
and parameters for underlying structural features of the
human anatomy that define location, dimensions, and
constraints upon motion of the recognized portion rela-
tive to other recognized portions of the human anatomy;

applying, by the at least one processor, the portions of the
one or more images to corresponding surface portions of
a mathematical model created using human anatomical
characteristics of a plurality of human beings, according
to the reference points and parameters of underlying
structural features of each of the recognized portions of
the one or more images and corresponding reference
points of the mathematical model; and

rendering, from the mathematical model, an image of the

avatar.

9. The method according to claim 1, wherein the two or
more topics of discussion are currently active topics of dis-
cussion on the plurality of information sources.

10. The system according to claim 7, wherein the one or
more characteristics comprise one or more of a subject matter,
alevel of importance, a timeliness, a global or local relevance,
and a mood.

11. The system according to claim 7, wherein the one or
more processors are operable to:

adjust one or both of appearance aspects and motion

aspects of the avatar of the end-user based upon the
responses of the end-user.

12. The system according to claim 7, wherein estimating
the mood or emotion of the end-user comprises analyzing a
series of images of the end-user to produce an estimate of the
mood or emotion of the end-user.

13. The system according to claim 7, wherein the one or
more images associated with the two or more topics of dis-
cussion on the plurality of information sources are retrieved
from one or both of a source identified during a search of the
Internet, or a source on a personal computer or handheld
device of the end-user.

14. The system according to claim 7, wherein the retrieved
one or more images comprise one or both of video content
comprising one or more images of a well-known public figure
and one or more system-generated images of an avatar rep-
resenting a well-known public figure, and in which the avatar
of the end-user interacts with the well-known public figure.

15. The system according to claim 7, wherein the two or
more topics of discussion are currently active topics of dis-
cussion on the plurality of information sources.

16. A non-transitory computer-readable medium having a
plurality of code sections, each code section comprising a
plurality of instructions executable by one or more processors
to cause the one or more processors to perform actions for
producing an image or video representing an end-user in a
contemporaneous context selected based on a mood of the
end-user, the actions comprising:

monitoring information items comprising one or both of

text and an image received from a plurality of Internet-
based information sources comprising servers of one or
both of broadcast sources of news and accessible social
networks, to determine subject matter of each of two or
more topics of discussion on the plurality of information
sources;

gathering a collection of the information items for the two

or more topics of discussion;
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classifying each of the information items in the gathered
collection of information items, to determine one or
more characteristics of each of the information items in
the collection;

presenting to the end-user, one or more questions selected

by the system using the determined subject matter of the
two or more topics of discussion;
estimating a mood or an emotion of the end-user, by ana-
lyzing one or more responses received by the system
from the end-user in response to the one or more ques-
tions presented to the end-user by the system;

retrieving, from the gathered collection of information
items, one or more images associated with the two or
more topics of discussion, according to the estimated
mood or emotion of the end-user; and

creating one or more combined images comprising an ava-

tar created from one or more images selected by the
end-user, and one or more background images selected
from the retrieved one or more images according to the
one or more characteristics, the two or more topics of
discussion, and the estimated mood or emotion of the
end-user, for display to the end-user.

17. The non-transitory computer-readable medium accord-
ing to claim 16, wherein the one or more characteristics
comprise one or more of a subject matter, a level of impor-
tance, a timeliness, a global or local relevance, and a mood.

18. The non-transitory computer-readable medium accord-
ing to claim 16, the actions further comprising:

adjusting one or both of appearance aspects and motion

aspects of the avatar of the end-user based upon the
responses of the end-user.

19. The non-transitory computer-readable medium accord-
ing to claim 16, wherein estimating the mood or emotion of
the end-user comprises analyzing a series of images of the
end-user to produce an estimate of the mood or emotion of the
end-user.

20. The non-transitory computer-readable medium accord-
ing to claim 16, wherein the one or more images associated
with the two or more topics of discussion on the plurality of
information sources are retrieved from one or both of a source
identified during a search of the Internet, or a source on a
personal computer or handheld device of the end-user.

21. The non-transitory computer-readable medium accord-
ing to claim 16, wherein the retrieved one or more images
comprise one or both of video content comprising one or
more images of a well-known public figure and one or more
system-generated images of an avatar representing a well-
known public figure, and in which the avatar of the end-user
interacts with the well-known public figure.
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22. The system according to claim 7, wherein creating the
one or more combined images comprises:

recognizing one or more portions of a human anatomy in

corresponding portions of the one or more images
selected by the end-user;
for each of the recognized portions, extracting the corre-
sponding portion of the one or more images, wherein
each recognized portion has associated reference points
and parameters for underlying structural features of the
human anatomy that define location, dimensions, and
constraints upon motion of the recognized portion rela-
tive to other recognized portions of the human anatomy;

applying, by the at least one processor, the portions of the
one or more images to corresponding surface portions of
a mathematical model created using human anatomical
characteristics of a plurality of human beings, according
to the reference points and parameters of underlying
structural features of each of the recognized portions of
the one or more images and corresponding reference
points of the mathematical model; and

rendering, from the mathematical model, an image of the

avatar.

23. The non-transitory computer-readable medium accord-
ing to claim 16, wherein creating the one or more combined
images comprises:

recognizing one or more portions of a human anatomy in

corresponding portions of the one or more images
selected by the end-user;
for each of the recognized portions, extracting the corre-
sponding portion of the one or more images, wherein
each recognized portion has associated reference points
and parameters for underlying structural features of the
human anatomy that define location, dimensions, and
constraints upon motion of the recognized portion rela-
tive to other recognized portions of the human anatomy;

applying, by the at least one processor, the portions of the
one or more images to corresponding surface portions of
a mathematical model created using human anatomical
characteristics of a plurality of human beings, according
to the reference points and parameters of underlying
structural features of each of the recognized portions of
the one or more images and corresponding reference
points of the mathematical model; and

rendering, from the mathematical model, an image of the

avatar.

24. The non-transitory computer-readable medium accord-
ing to claim 16, wherein the two or more topics of discussion
are currently active topics of discussion on the plurality of
information sources.



